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(57) ABSTRACT 

Aspects of the present invention involve novel display screens 
comprising light diffusion and retro-reflectivity. In embodi 
ments, a retro-reflective light diffusion screen can be used to 
generate a three-dimensional autostereoscopic display by 
generating a plurality of viewing windows wherein each 
viewing window depicts a unique perspective image view. In 
embodiments, the retro-reflective light diffusion screen com 
prises a transparent medium layer between the retro-reflector 
surface and the light diffuser layer to help reduce ghost 
images. In embodiments, the retro-reflective light diffusion 
screen comprises a lenticular layer positioned Such that the 
light diffuser layer is between the lenticular layer and the 
retro-reflective surface and is also positioned so that the light 
diffuser layer is at a focal plane of the lenticular layer. 
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RETRO-REFLECTIVE LIGHT OFFUSING 
DISPLAY SYSTEMIS 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. This application is a continuation-in-part of and 
claims the benefit of co-pending and commonly assigned 
U.S. patent application Ser. No. 12/418,137, entitled 
RETRO-REFLECTIVE LIGHT DIFFUSING DISPLAY 
SYSTEMS, which was filed on Apr. 3, 2009, and lists Chu 
nyu Gao and Jing Xiao as inventors. The entirety of the 
aforementioned application is herein incorporated by refer 
CCC. 

BACKGROUND 

0002 A. Technical Field 
0003. The present invention pertains generally to displays, 
and relates more particularly to autostereoscopic three-di 
mensional (3D) displays. 
0004 B. Background of the Invention 
0005. Three-dimensional movies and television are 
becoming increasingly more popular. With advances in tech 
nology, such as high-definition (HD) television, consumers 
desire more and better features. According to the “2008 3D 
Television Report” released in May 2008 by Insight Media, 
3D may soon be an add-on feature of high-definition televi 
Sion. Many display manufacturers are developing their own 
3D display technologies to meet these market demands. 
0006. In the current 3D market, traditional standard two 
view stereo remains as the dominant implementation. For 
example, head mounted displays are widely used in the mili 
tary training and research community, glass-based projection 
displays play a key role in the large form 3D display. Such as 
the CAVE(R) system and PowerWall systems of Mechdyne 
Corporation, as well as 3D cinemas. However, the require 
ment of wearing a helmet or glasses limits the use of the 3D 
technologies. As an alternative solution, autostereoscopic 
display technologies have attracted increasing attention. 
Autostereoscopic displays use special light directing devices 
to create separate viewing windows in the user's space, which 
allow the user to see 3D images without glasses. Since the 
designated viewing windows form a viewing space which is 
significantly larger than the size of the human eye, users can 
move their heads freely as long as their eyes are within the 
viewing space. 
0007 Current stereoscopic methods used to produce the 
viewing windows include parallel-barrier-based displays and 
lenticular-based displayS. However, these autostereoscopic 
display technologies have significant limitation. 
0008 For example, parallel-barrier-based displays suffer 
from several limitations. First, because parallel-barrier dis 
plays use light blocking to produce viewing windows, only a 
Small amount of light emitted from each pixel passes through 
the barrier window. Second, crosstalk between views can be 
significant. Crosstalk refers to the overlap of viewing areas, 
which results when one eye sees the image intended for the 
other eye. When the crosstalk is significant, the brain cannot 
perceive the stereo effect or cannot perceive it correctly. 
Third, the use of small apertures in parallel-barrier-based 
displays can cause diffraction. This problem becomes more 
acute as the display resolution increases. As the display reso 
lution increases, the barrier aperture size must be decreased, 
which causes more severe diffraction effects. Fourth, parallel 
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barrier-based displays typically suffer from limited resolu 
tion. For a display with n views, the resolution of the indi 
vidual view is essentially 1/n of the original display 
resolution. Because the views have to divide the resolution of 
the original display, a parallel-barrier-based display's resolu 
tion is limited by the original resolution of the display, which 
is also limited by diffraction as well as the display manufac 
turer's capability. Fifth, since each view only sees one pixel 
column out of n associated with one barrier window, there are 
many dark pixels lines in each view, which creates a “picket 
fence effect” in the monocular image. Finally, parallel-bar 
rier-based displays typically suffer from having a limited 
number of viewing windows. In order to generate more view 
ing windows, the dark slits have to be wider while the slit 
windows remain unchanged. Obviously, it is impossible to 
infinitely increase the number of viewing windows without 
aggregating the artifacts Such as reduced brightness and 
picket fence effect. 
0009. Although lenticular-based displays offer some 
improvements over parallel-barrier-based displays, the use of 
lenticular sheets also has important drawbacks. Lenticular 
based displays offer higher resolution compared with barrier 
slits; however, it is more difficult and costly to make high 
quality lenticular sheets than to make simple black-white 
barriers. In fact, the quality of the display is directly related to 
the quality of the lenticular sheet used in the display. Aligning 
a lenticular sheet with a display also requires significant 
effort. Furthermore, lenticular-based displays also suffer 
from problems that plague parallel-barrier-based displays, 
such as crosstalk between view windows, dark line problem, 
limited resolution, and limit number of viewing windows. 

SUMMARY OF THE INVENTION 

0010. Accordingly, what is needed are systems and meth 
ods that provide better displays, particularly better displays 
that can be used for autostereoscopic displays. 
0011 Aspects of the present invention involve the use of 
light diffusion and retro-reflectivity to generate novel display 
screens. In embodiments, a retro-reflective light diffusion 
screen can be used to generate autostereoscopic displays by 
generating a plurality of viewing windows. In embodiments, 
each viewing window depicts a perspective image view and a 
3D image can be views by viewing one perspective image 
view from one viewing window with one eye and by viewing 
another perspective image view from another viewing win 
dow with the other eye. 
0012. In embodiments, a display screen system compris 
ing a screen that has a two-dimensional retro-reflective Sur 
face and a diffusion Surface. The diffusion Surface is config 
ured with a large diffusion angle in a first direction and a small 
diffusion angle in a second direction. For the display screen, 
the first direction is preferably the vertical direction and the 
second direction is preferably the horizontal direction. The 
diffusion Surface is also configured to receive an image 
reflected from the two-dimensional retro-reflective surface 
and to diffuse the image to form a viewing window corre 
sponding to the image. 
0013. In embodiments, a display screen system comprises 
a retro-reflector diffuser screen and at least one additional 
layer. In embodiments, the additional layer may be a trans 
parent layer between the two-dimensional retro-reflector and 
the light shaping diffuser. In embodiments, the additional 
layer may be a lenticular layer that is positioned in front of the 
light shaping diffuser. In yet other embodiments, the retro 
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reflector diffuser Screen comprises a lenticular layer, a light 
shaping diffuser, a transparent medium layer, and a two 
dimensional retro-reflector. 

0014. The display screen system can also include a plural 
ity of projectors. Each projector has a unique position and is 
configured to project an image with a unique perspective view 
onto the screen to form a unique viewing window correspond 
ing to the projected image. Thus, the display system forms a 
plurality of viewing windows corresponding to a plurality of 
images projected by the plurality of projectors. A user can 
view a three-dimensional image by viewing a first perspective 
image with one eye at a first viewing window selected from 
the plurality of viewing windows and by viewing a second 
perspective image with the other eye at a second viewing 
window from the plurality of viewing windows. 
0015. In embodiments, the display screen system also 
comprises a beamsplitter positioned in an optical path 
between at least one of the plurality of projectors and the 
screen to direct a projected image to the screen and to direct 
the projected image reflected from the screen to a location to 
form a viewing window that is spatially separate from the at 
least one of the plurality of projectors. Such configurations 
remove the projector as an obstacle in the viewing window. 
0016. In embodiments, the display system also includes a 
second screen retro-reflective light diffusing screen posi 
tioned at an optically mirror-conjugated position relative to 
the first screen to increase the brightness of the image at a 
viewing window. 
0017. In embodiments, the display system includes a 
polarization-sensitive beamsplitter positioned in an optical 
path between at least one of the plurality of projectors and the 
screen to direct a projected image to the screen and a quarter 
wave plate positioned in an optical path between the Screen 
and the beamsplitter. 
0018. In embodiments, the display system includes a com 
puting device communicatively coupled to the plurality of 
projectors to coordinate projection of images. The computing 
device may also include one or more datastores for storing 
images to be projected. It should be noted that the images to 
be projected may be still images, video images, or both. 
0019 Embodiments of the present invention also include 
methods for making an autostereoscopic display system 
according to teachings presented herein. For example, in 
embodiments, an autostereoscopic display system can be 
formed by positioning a retro-reflective light diffusing screen 
to receive projected images from a plurality of projectors. 
Each projector has a unique position and is configured to 
project an image with a unique perspective view onto the 
screen to form a viewing window corresponding to the pro 
jected image. A plurality of viewing windows are formed 
corresponding to the plurality of images projected by the 
plurality of projectors. The plurality of viewing windows are 
positioned such that a user can view a three-dimensional 
image by viewing a first perspective image with one eye at a 
first viewing window selected from the plurality of viewing 
windows and by viewing a second perspective image with 
another eye at a second viewing window. 
0020 Some features and advantages of the invention have 
been generally described in this Summary section; however, 
additional features, advantages, and embodiments are pre 
sented herein or will be apparent to one of ordinary skill in the 
art in view of the drawings, specification, and claims hereof. 
Accordingly, it should be understood that the scope of the 
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invention shall not be limited by the particular embodiments 
disclosed in this Summary section. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0021 Reference will be made to embodiments of the 
invention, examples of which may be illustrated in the accom 
panying figures. These figures are intended to be illustrative, 
not limiting, and are also not drawn to scale. Although the 
invention is generally described in the context of these 
embodiments, it should be understood that it is not intended to 
limit the scope of the invention to these particular embodi 
mentS. 

0022 FIG. 1 illustrates the operation of a light diffusion 
screen according to various embodiments of the invention. 
0023 FIG. 2 illustrates the operation of a retro-reflective 
screen according to various embodiments of the invention. 
0024 FIG. 3 illustrates the operation of a retro-reflective 
Vertical light diffusion screen according to various embodi 
ments of the invention. 

0025 FIG. 4 illustrates a display system with a retro 
reflective vertical light diffusion screen according to various 
embodiments of the invention. 

0026 FIG. 5 illustrates a multi-projector display system 
with a retro-reflective vertical light diffusion screen accord 
ing to various embodiments of the invention. 
0027 FIG. 6 illustrates an alternative embodiment of a 
display system with a retro-reflective vertical light diffusion 
screen according to various embodiments of the invention. 
0028 FIG. 7 illustrates another embodiment of a display 
system with at least one retro-reflective vertical light diffu 
sion screen according to various embodiments of the inven 
tion. 

0029 FIG. 8 illustrates yet another embodiment of a dis 
play system with a retro-reflective vertical light diffusion 
screen according to various embodiments of the invention. 
0030 FIG. 9 illustrates another embodiment of a retro 
reflective light diffusion screen according to various embodi 
ments of the invention. 

0031 FIG. 10 illustrates the retro-reflective light diffusion 
screen of FIG. 9 according to various embodiments of the 
invention. 

0032 FIG. 11 illustrates an example of a lenticular reflec 
tion screen. 

0033 FIG. 12 illustrates another embodiment of a retro 
reflective light diffusion screen with a lenticular layer accord 
ing to various embodiments of the invention. 
0034 FIG. 13 depicts the light distribution of a view win 
dow from an embodiment of a retro-reflective light diffusion 
screen according to various embodiments of the invention. 
0035 FIG. 14 depicts the cross-section of two adjacent 
view windows from an embodiment of a retro-reflective light 
diffusion screen according to various embodiments of the 
invention. 

0036 FIG. 15 illustrates yet another embodiment of a 
retro-reflective light diffusion screen according to various 
embodiments of the invention. 

0037 FIG. 16 illustrates a multi-projector display system 
with at least one embodiment of a retro-reflective light diffu 
sion screen according to various embodiments of the inven 
tion. 
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0038 FIG. 17 depicts a block diagram of an example of a 
computing system according to embodiments of the inven 
tion. 

DETAILED DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

0039. In the following description, for purposes of expla 
nation, specific details are set forth in order to provide an 
understanding of the invention. It will be apparent, however, 
to one skilled in the art that the invention can be practiced 
without these details. Furthermore, one skilled in the art will 
recognize that embodiments of the present invention, 
described below, may be implemented in a variety of ways. 
Accordingly, the examples described below are illustrative of 
specific embodiments of the invention and are meant to avoid 
obscuring the invention. 
0040 Components, or modules, shown in block diagrams 
are illustrative of exemplary embodiments of the invention 
and are meant to avoid obscuring the invention. It shall also be 
understood that throughout this discussion that components 
may be described as separate functional units, which may 
comprise Sub-units, but those skilled in the art will recognize 
that various components, or portions thereof, may be divided 
into separate components or may be integrated together, 
including integrated within a single system or component. 
0041 Furthermore, connections between components 
within the figures are not intended to be limited to direct 
connections. Rather, data between these components may be 
modified, re-formatted, or otherwise changed by intermedi 
ary components. Also, additional or fewer connections may 
be used. It shall also be noted that the terms “coupled' or 
“communicatively coupled' shall be understood to include 
direct connections, indirect connections through one or more 
intermediary devices, and wireless connections. 
0042. Reference in the specification to “one embodiment.” 
“preferred embodiment.” “an embodiment,” or "embodi 
ments' means that a particular feature, structure, character 
istic, or function described in connection with the embodi 
ment is included in at least one embodiment of the invention 
and may be in more than one embodiment. The appearances 
of the phrases “in one embodiment,” “in an embodiment,” or 
“in embodiments' in various places in the specification are 
not necessarily all referring to the same embodiment or 
embodiments. It shall also be understood that the terms 
“image' or "images” as used herein shall mean still images, 
Video images, or both. 

A. Overview 

0043 Most stereoscopic viewing techniques rely on bin 
ocular parallax cues to generate a three-dimensional (3D) 
image. Binocular parallax refers to seeing a stereo image pair 
(i.e., two different perspectives) of the same 3D object or 
objects. A head mounted display is one of Such viewing 
device, in which the user sees two separate stereo images 
through two separated optical paths. Anaglyphic glass, shut 
terglass, and polarized glass are widely used to separate the 
Stereo images displayed on a single screen or printed on the 
paper. 
0044 Autostereoscopic display techniques also rely on 
parallax depth cues. However, instead of separating the stereo 
views with glass in front of the user's eyes, most of autoste 
reoscopic displayStry to control the light path in display space 
to generate viewing windows in the user's space. In each 
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viewing window, only one monocularimage can be observed. 
The viewing windows further form viewing Zones. Since the 
size of the viewing Zone is significantly larger than the size of 
a human eye, the user can freely move his/her head within the 
viewing Zone. Most of the existing autostereoscopic display 
systems are based on either parallel-barrier techniques or 
lenticular techniques. 
0045 1. Parallel-Barrier-Based Display 
0046. The fundamental design using a parallel barrier is to 
place strips to block light emitted from the display. A black 
white mask grid is typically placed in front of the display. 
Each small white grid acts as a pinhole which maps pixels into 
the viewing space and allows a user to see the pixels from 
certain viewing angle (i.e., creating a viewing window), while 
the black grid blocks the neighbor pixels from that viewing 
angle. As a result, in a left viewing window, the user sees one 
set of pixels on the display, and in a right viewing window, the 
user sees the other set of pixels on the display. The left 
viewing window and the right viewing window togetherform 
one viewing Zone. More than one viewing Zone can be 
formed. Also, by increasing the resolution of the display and 
associating more pixels to each barrier slits, multiple viewing 
windows can be created within a single viewing Zone. 
0047. As previously noted, parallel-barrier-based displays 
have several drawbacks. These drawbacks include: reduced 
brightness, crosstalk between views, diffraction effect caused 
by a small window, limited resolution, picket fence effect in 
the monocular image, image flipping artifact when crossing a 
viewing Zone, and a limited number of viewing windows. 
0048 First, because parallel-barrier-based displays use a 
light block strategy, only a small amount of light emitted from 
each pixel passes through the barrier window. Thus, the 
brightness of the viewed image is reduced. Attempts to reduce 
the brightness problem have included placing the barrier 
mask behind the display. The light is modulated by the barrier 
before reaching the display pixels. 
0049 Second, crosstalk between views can be significant. 
Crosstalk refers to the overlap of viewing areas, which can 
result in one eye seeing the image intended for the other eye. 
When the crosstalk is significant, the brain cannot perceive 
the stereo effect or cannot perceive it correctly. Attempts to 
minimize the crosstalk artifact involve choosing a barrier 
pitch for the barrier mask or placing the barrier behind the 
display. 
0050. Third, the use of small apertures in parallel-barrier 
based displays can cause diffraction. This problem becomes 
more acute as the display resolution increases. As the display 
resolution increases, the barrier aperture size must be 
decreased, which causes more severe diffraction effects. 
Thus, the aperture size of the barrier is limited by the diffrac 
tion limit. 
0051 Fourth, parallel-barrier-based displays typically 
suffer from limited resolution. For a display with n views, the 
resolution of the individual view is essentially 1/n of the 
original display resolution. Because the views have to divide 
the resolution of the original display, a parallel-barrier-based 
display's resolution is limited by the original resolution of the 
display, which is also limited by diffraction as well as the 
resolution that can beachieved by the display manufacturer. 
0.052 Fifth, since each view only sees one pixel column 
out of n associated with one barrier window, there are many 
dark pixels lines in each view. For a two-view case, the dark 
line is a single pixel width, interlacing in these bright pixels. 
The dark pixel lines create a “picket fence effect” in the 
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monocularimage. Attempts to reduce the picket fence artifact 
involve placing the barrier lines at an angle with respect to the 
pixel column of the display. 
0053 Sixth, these displays can suffer from image flipping 

artifact. The imaging flipping artifact is caused by the 
improper alignment of a user's eyes with the viewing win 
dows. In the two-view display systems, a user will see a 
flipped set of stereo images if the user's left eye is in a right 
viewing window and the user's right eye is in a left viewing 
window. For a multiple-view display system, Such flipping 
artifacts happen when a user crosses a viewing Zone. 
0054 Finally, parallel-barrier-based displays typically 
suffer from having a limited number of viewing windows. In 
order to generate more viewing windows, the dark slits have 
to be wider while the slit windows remain unchanged. It is 
impossible to increase the number of viewing windows with 
out increasing artifacts, such as reduced brightness and picket 
fence effect. 
0055 2. Lenticular-Based Displays 
0056. As noted above, one drawback of parallel-barrier 
based displays is low brightness due to the narrow vertical 
slits of the barrier. One solution to this problem is to use lenses 
to improve the light gathering. One form of lens that is used is 
a lenticular sheet, which contains a set of cylindrical lenses 
placed side-by-side. To use a lenticular sheet for displaying 
3D images, the sheet is vertically aligned with a 2D display. 
Similar to parallel-barrier displays, if aligning two sets of 
pixels (e.g., left eye pixels and right eye pixels), two viewing 
windows can be created to form one viewing Zone. Multiple 
viewing Zones (with L & R viewing windows) can also be 
created. If aligning multiple pixels with each lens, multiple 
viewing windows can be created in one viewing Zone. Since 
the lenses in the lenticular sheet are in a cylindrical shape, 
only horizontal parallax is created. In addition to an improve 
ment over parallel-barrier-based displays with respect to 
light-gathering ability, the lenticular sheet also can offer 
higher resolution comparing with barrier slits. 
0057 Although lenticular-based displays have better 
brightness and resolution possibilities as compared to paral 
lel-barrier-based displays, lenticular-based displays present 
their own disadvantages. First, the quality of the display is 
dependent upon having a high quality lenticular sheet. How 
ever, it is significantly more difficult and costly, particularly 
as compared to barrier masks, to manufacture high quality 
lenticular sheets. Additionally, aligning a lenticular sheet 
with a display also requires significant effort. Furthermore, 
lenticular-based displays also suffer from problems that 
plague parallel-barrier-based displays, such as crosstalk 
between view windows, picket fence problem, limited reso 
lution, image flipping, and limited number of viewing win 
dows. 
0058. 3. Light Diffusion Based Displays 
0059 A third type of multiple-view 3D display uses light 
shaping diffuser (LSD) technology. Examples of devices uti 
lizing light shaping diffusers include a light-field display 
called HoloVizoTM developed by Holografika of Budapest, 
Hungary and a 3D light-field display developed by the Insti 
tute for Creative Technologies at the University of Southern 
California. The light shaping diffuser is a one-dimensional 
light diffuser which is used for optical communication device 
and LCD display backlighting. When illuminated by a pro 
jector, the light shaping diffuser has Small diffusion in the 
horizontal direction and large diffusion in the vertical direc 
tion 
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0060 Holografika takes advantage of the one-dimensional 
diffusion property in its HoloVizoTM display. The display uses 
a number of projectors that illuminate a LSD screen. In the 
horizontal cross-section view, a viewer can only see one very 
thin slit of images from each projector, assuming that the 
screen diffuses light in the vertical direction only. To generate 
one viewing perspective, these thin slits from different pro 
jectors have to be mosaiced together. Therefore, the display 
requires many projectors to work together. For the 
HoloVizoTM display system, as many as 50 projectors are 
used for the prototype. Assuming a horizontal diffusion angle 
of 1 degree, it requires about 60 projectors to generate a 60 
degree field-of-view multiple-view display. 
0061 The light-field display developed by the Institute for 
Creative Technologies at the University of Southern Califor 
nia consists of a high-speed video projector, a spinning mirror 
covered by a holographic diffuser, and field-programmable 
gate-array circuitry to decode specially rendered Digital 
Visual Interface (DVI) video signals. The high-speed video 
projector and a spinning mirror covered by a holographic 
diffuser generate a 360 degree view. The light-field display 
developed by the Institute for Creative Technologies at the 
University of Southern California has similar properties as 
the HoloVizoTM display. 
0062 Although these displays do not share all of the draw 
backs of the parallel-barrier-based and lenticular-based dis 
plays, there are some inherent problems with these 
approaches. For example, there can be crosstalk problem, 
difficult system calibration, and extra-cost for rendering. 
0063 First, for the HoloVizoTM display, there can be 
crosstalk problems. The crosstalk artifact can be introduced 
by the light diffuser. An ideal diffuser should be a perfect low 
pass filter (i.e., perfect rectangular). However, the actually 
material has a Gaussian-like diffusion pattern. As a result, 
there can be crosstalk between two neighbor thin slits, which 
could significantly blur the images or generate a ZigZag 
image. 
0064 Second, both systems require extremely specialized 
and complex components and require complex system cali 
bration. For example, since the images in the HoloVizo TM 
display are mosaiced from image segments of many projec 
tors, these projectors must be properly aligned and calibrated. 
The light-field display developed by the Institute for Creative 
Technologies at the University of Southern California also 
requires specialized equipment and specialized set-up. 
0065. Finally, there are extra costs for image rendering. 
For the HoloVizoTM display, the rendering costs are caused, at 
least in part, by its special image mosaic requirement. The 
images displayed on the projectors are not the perspective 
images of a regular 3D movie or the images rendered by the 
standard OpenGL software. Thus, extra steps have to be taken 
to generate proper images for each projector. And, for the 
light-field display developed by the Institute for Creative 
Technologies at the University of Southern California, the 
system requires specially rendered DVI video signals. 

B. Embodiments of Autostereoscopic Display 

0.066 Embodiments of the present invention include using 
light shape diffusion with retro-reflection. Such configura 
tions have several benefits over prior autostereoscopic dis 
playS. First, Such systems can use full resolution of the pro 
jectors and can display bright images. Systems of the present 
invention generate each view image with only one projector 
and do not require mosaicing the views from multiple projec 
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tors when the user views images at the designated viewing 
location. Additionally, the images do not require specially 
rendered video signals. As a result, the special post-rendering 
processes mentioned above are not necessary. Compared with 
parallel-barrier-based and lenticular-based displays, the 
present systems do not suffer from the same resolution limits, 
are typically much brighter, and are theoretically able to 
create a large number of viewing windows. Additional ben 
efits shall be apparent to one skilled in the art. 

C. Retro-reflective Vertical Light Diffusion Screen 
(RRVLD) 

0067. In embodiments, an autostereoscopic display of the 
present invention comprises two layers. The first layer com 
prises a one-dimensional (1D) light diffusion material that 
has a Small diffusion angle in one direction and a large diffu 
sion angle in the other direction. FIG. 1 depicts an example of 
a light diffusing material according to embodiments of the 
invention. 
0068. As showing in FIG. 1, an incident light ray 105 that 
passes through the light diffusing material 110 is diffused by 
a small angle 115 in the horizontal direction but by a large 
angle 120 is the vertical direction. For 3D display applica 
tions, a small diffusion in the horizontal direction is preferred, 
while in the vertical direction a large diffusion is preferred. 
Therefore, this type of diffusion screen can be referred to as a 
vertical light diffusion screen. 
0069. The second layer of the screen is a retro-reflective 
material, which reflects a light ray back in the incident direc 
tion. FIG. 2 depicts an example of a retro-reflective material 
and the interaction with light rays. An incident light ray 210 or 
220 strikes the retro-reflective material 205 and is reflected. 
The reflected light ray is reflected back at the same, or nearly 
the same, angle as the incident light ray. Thus, the incident 
light ray 210 has a retro-reflective ray 215 that is reflected 
back to along the direction of the incident ray 210. And, the 
incident light ray 220 has a retro-reflective ray 225 that is 
reflected back to along the direction of the incident ray 220. 
0070 FIG.3 depicts a retro-reflective vertical light diffu 
sion screen 300 according to various embodiments of the 
invention. The screen 305 illustrated in FIG. 3 is formed of a 
light diffusion material 310 combined with a retro-reflective 
material 315. In embodiments, a one-dimensional light dif 
fusion material, such as Light Shaping Diffusers (LSDR) 
produced by Luminit LLC of Torrence, Calif., may be used. A 
light shaping diffusion material may have diffusion angles of 
60'x1, although one skilled in the art shall recognize that 
other diffusion angles may be used. In embodiments of the 3D 
display system, the light shaping diffusion material is ori 
ented with the 60 diffusion angle in the vertical direction and 
with the 1° diffusion angle in the horizontal direction. In 
embodiments, a retro-reflective material, such as 3MTM 
ScotchliteTM Reflective Material, produced by 3M Corpora 
tion of St. Paul, Minn. or the photoelectric control products, 
such as its P66 and AC1000 with metalized back produced by 
Reflexite Americas of New Britain, Conn., may be used. 
(0071. As depicted in FIG. 3, light 320 directed toward the 
retro-reflective vertical light diffusion screen 305 passes 
through the diffusion material and is retro-reflected back to 
along its incident direction 325 (or substantially along the 
incident direction). The retro-reflected light is then diffused 
by the light diffusion material 310. The light diffusion mate 
rial 310 is configured to diffuse the retro-reflected light a 
small amount in the horizontal direction 330 and a large 
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amount into vertical direction 335. Thus, the resulting dif 
fused light is in a fan shape after it passes through the diffu 
sion material. 

D. Embodiments of Display Systems 
1. General Display System Embodiments 

0072 FIG. 4 depicts a display system 400 according to 
various embodiments of the present invention. Shown in FIG. 
4 is a retro-reflective vertical light diffusion screen 405 and a 
projector 410. The retro-reflective vertical light diffusion 
screen 405 is used as a display screen. The light rays 415 
emitted from the projector are retro-reflected back to the 
projector 410 and create a viewing window 425 which over 
laps with the projector. The screen 405 is configured such that 
the reflected light is diffused with a large diffusion angle in 
the vertical direction and with a small diffusion angle in the 
horizontal direction. Due to the vertical diffusion effect, the 
viewing window is a vertical slit centered with the aperture of 
the projection lens. The width of the slit 425 is a function of 
the horizontal diffusion angle of the screen, the distance from 
the projector, and the aperture size of the projection lens. The 
following equation sets forth the calculation for the width of 
the vertical slit: 

W = D. +2: Z, tan(); 

where 
0073 W is the width of the slit: 
0074 D, is the aperture size of the projection lens; 
(0075 Z is the distance from the projector to the screen; 
and 
0076 o is the horizontal diffusion angle of the screen. 
0077. It shall be noted that an advantage of having a large 
vertical diffusion angle is that the viewing window is 
extended. Without an extended viewing window, the viewing 
window would coincide with the projector lens, thereby mak 
ing it not possible for an individual to view the reflected 
image. By extending the viewing window in a vertical direc 
tion, a user can view the image in the viewing window either 
above or below the projector 410. 
(0078 FIG.5 depicts a 3D display system 500 according to 
various embodiments of the present invention. Shown in FIG. 
5 is a retro-reflective vertical light diffusion screen 505 and a 
set of projectors 510A-F. It should be noted that although 
FIG. 5 depicts six projectors, additional or fewer projectors 
could be used. The retro-reflective vertical light diffusion 
screen 505 is used as the display screen in a similar manner as 
described with reference to FIG. 4. Namely, the light rays 515 
emitted from a projector 510x are reflected back to the pro 
jector 510x and create a viewing window 525x overlapped 
with the projector. For example, the light from projector 510A 
is reflected and diffused by the screen 505 to form viewing 
window 525A. This result is same for each projector in the 
display system 500, wherein each projector 510A-F gener 
ates a corresponding viewing window 525A-F respectively. 
Thus, by adding more projectors, more such viewing win 
dows are created. 
007.9 The display system depicted in FIG.5 generated six 
distinct viewing windows. Each viewing window displays an 
image from a corresponding projector. By displaying a set of 
images captured from multiple perspectives on the screen 
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through the projectors, a user can see 3D through these view 
ing slits or windows. For example, if a user views one image 
in one viewing window with one eye and views another 
perspective image in another viewing window with her other 
eye, then the user will perceive a 3D image. In embodiments, 
the width of a slot can be sufficiently small that a user does not 
perceive a monocular image by viewing the same image in the 
same viewing window with both eyes. 
0080. One skilled in the art shall recognize that there are 
several advantages to a display system of the kind depicted in 
FIG. 5. First, the images are bright. Due to the one-dimen 
sional light diffusion, a user will see an image that is much 
brighter than the image on a regular diffusion screen or using 
other stereoscopic methods like parallel-barrier-based dis 
plays. 
0081. Second, the display screen can be configured into 
different shapes. Due to the retro-reflective property of the 
material, the screen shape could take arbitrary forms, such as 
regular planar, cylindrical shape, spherical shape, or almost 
any irregular shape. These shape variations do not affect the 
refocusing property of the retro-reflective screen. 
0082. Third, the display system is easily scalable. For 
example, more viewing windows can be generated by simply 
adding more projectors. 
0083. Fourth, the display system does not have the reso 
lution limitations of prior solutions. Even though all the 
images are projected on the same screen, each image is only 
seen in the designated viewing window; therefore, the reso 
lution can be as high as the resolution of the projector. 
0084 Fifth, the display system does not suffer from the 
picket fence effect. Because the user perceives one full reso 
lution image from a single projector at each viewing window, 
there is no picket fence effect in the image. 
0085 Sixth, the display system does not suffer from an 
image flipping effect. The flipping effect occurs when a user 
moves his head across the viewing Zones and perceives a right 
image in his left eye and a left image in his right eye. The 
display system does not have repeated viewing Zones with 
specific stereo pair images and therefore does not have image 
flipping problems. Rather, each viewing window displays a 
perspective view image and any pair of images forms a 3D 
view. For example, in embodiments, the viewing windows 
may have a progression of perspective view images, wherein 
any two images form a 3D view. 
I0086 Finally, the display system can potentially have an 
infinity number of viewing windows. Although theoretically 
the display system can generate an infinity number of viewing 
windows, the number of viewing windows that can be gener 
ated depends upon the horizontal diffusion angle of the dif 
fusion material, the distance from the projector to the screen 
and the size of the projector. 

2. Compact Design Embodiments 

0087 FIG. 6 depicts an alternative embodiment of a dis 
play system according to various embodiments of the inven 
tion. Illustrated in FIG. 6 is a more compact design for a 
display system 600. The depicted display system 600 com 
prises a retro-reflective vertical light diffusion screen 605 and 
a projector 610. Instead of having the projector 610 project an 
image 615 directly on the screen 605, the projector 610 
projects an image onto a beamsplitter 620. The light reflects 
off the beamsplitter 620 or is split by the beamsplitter 620 
onto the retro-reflective vertical light diffusion screen 605. 
The retro-reflected light, or at least a portion of the retro 
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reflected light, passes through the beamsplitter 620 to create 
a view window 630 where a virtual position of the projector 
635 is located. It shall be noted that using a beamsplitter to 
fold the light path has at least two benefits. First, the view 
window 630 is not occluded by the projector since the view 
window is moved to a virtual location 635 of the projector. 
And second, the display system has a compact design. In 
embodiments, a first surface mirror could be inserted in the 
optical path to further fold the light path, if necessary. For 
example, a mirror can be used to bend the light path and 
allowing the projector to be moved closer to the screen. 

3. Dual Screen Display System Embodiments 

I0088 Although the embodiment depicted in FIG. 6 cre 
ates a more compact design, the resulting image in the view 
ing window may be perceived as being less bright due to the 
energy loss as part of the beamsplitting. FIG. 7 illustrates an 
alternative embodiment of a display system with two retro 
reflective vertical light diffusion screens according to various 
embodiments of the invention to address this light-loss issue. 
I0089 FIG. 7 depicts a similar configuration 700 as the 
display system 600 shown in FIG. 6. The depicted display 
system 700 comprises a retro-reflective vertical light diffu 
sion screen 705A and a projector 710 in the same or similar 
configuration as the system 600 illustrated in FIG. 6. As noted 
above, one issue of the display system 600 in FIG. 6 is that 
approximately half the energy is lost when the light passes 
through the beamsplitter each time. Thus, approximately 
25% of the light actually reaches the user viewing window 
630. One solution to this problem is to place a secondary 
retro-reflective vertical light diffusion screen 705B at a posi 
tion optically mirror-conjugated with the original Screen 
705B. This causes the light reflected from the secondary 
retro-reflective vertical light diffusion screen 705B to add 
with the light reflected from the primary retro-reflective ver 
tical light diffusion screen 705A that forms the viewing win 
dow 730. Thus, using the display system 700 depicted in FIG. 
7 can increase the image brightness by a factor of 2 over the 
display system 600 depicted in FIG. 6. 

4. Polarization Managed Display System 
Embodiments 

(0090 FIG. 8 illustrates yet another embodiment of a dis 
play system with a retro-reflective vertical light diffusion 
screen according to various embodiments of the invention. 
The display system 800 illustrated in FIG. 8 is not only an 
alternative display system but also provides another Solution 
to the energy loss issue noted with respect the system 600 
illustrated in FIG. 6. 
0091 FIG. 8 depicts a configuration 800 that is similar to 
the configuration of the display system 600 shown in FIG. 6. 
The depicted display system 800 comprises a retro-reflective 
vertical light diffusion screen 805 and a projector 810 in the 
same or similar configuration as the system 600 illustrated in 
FIG. 6. However, as illustrated in FIG. 8, a polarization 
sensitive beamsplitter 820 is used. Such a beamsplitter has 
near 100% reflection rate for polarized light when the light 
polarization direction matches with the polarization direction 
of the beamsplitter and near 100% transitivity if the light 
polarization direction is orthogonal to the polarization direc 
tion of the beamsplitter. Thus, after the light 815 is reflected 
toward the screen 805, a quarter-wave plate 840 is used to 
rotate the light 45°. When the light is reflected from the screen 
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805, it is rotated another 45° when it again passes through 
quarter-wave plate 840. The polarization of the resulting light 
is orthogonal to the polarization of the light 815 and will pass 
through the polarization-sensitive beamsplitter 820. Thus, 
near 100% of the light reaches the user space in the viewing 
window 830. This approach can increase the image bright 
ness in the viewing window 830 by a factor of 4 over the 
configuration depicted in FIG. 6. 
0092. It shall be noted that the configurations shown in 
FIGS. 6-8 were depicted with a single projector to simply the 
explanation. One skilled in the art shall recognize that addi 
tional projectors can be added to any of the disclosed systems. 

5. Additional Layer Embodiments 

a) Transparent Layer Embodiments 

0093. When an image is projected onto a retro-reflective 
surface, the vast majority of the light is retro-reflected back to 
the image source. However, because retro-reflectors are not 
perfect, some light is diffused or reflected in other directions. 
This diffused or errantly reflected light can create unwanted 
images, known as ghost images. 
0094. An anti-reflection coating on the reflection surface 
would reduce the ghost images from the diffusion. However, 
this solution can be very expensive. As an alternative solution, 
presented herein is a transparent medium gap between the 
diffusor and the retro-reflective material. The transparent 
space allows the ghost image to blur on the retro-reflective 
material, while keeping the image on the diffuser sharp 
because of the focusing ability of the retro-reflective material. 
Furthermore, the front diffusor layer diffuses the already 
blurred ghost image, which further dims the ghost image. As 
a result, a user will see a darker and blurred ghost image, if at 
all. 

0095. As discussed above, when the light diffusion mate 
rial is placed in front of the retro-reflective material, light is 
reflected back along the incident direction by the retro-reflec 
tive layer and is diffused into a fan shape by the light diffusing 
material. The resulting reflected light rays create a viewing 
window. Each viewing window displays an image of a pro 
jector. Accordingly, multi-projectors combined with the 
retro-reflective light diffusion screen can produce multiple 
viewing windows. If those windows display images from 
different perspectives, the multi-projector and screen system 
forms a three-dimensional display system. That is, by using 
the projectors to display a set of images captured from mul 
tiple perspectives, a user can see a three-dimensional image 
via the viewing windows that are formed. However, if there is 
imperfection in the screen, ghost images may be formed. 
0096. In embodiments of the light diffuser and retro-re 
flective screen system as discussed above, an image is 
focused on the diffuser and the retro-reflective material. Both 
the retro-reflected image on the diffuser and the ghost image 
on the retro-reflective material are sharp. The diffused or 
misdirected light of the ghost image is in focus. If the ghost 
image is sufficiently bright, it can be seen in viewing windows 
and would interfere with a user's ability to perceive the proper 
image for that view window. When the ghost image is signifi 
cant, the user may not be able to perceive a stereo view. 
0097. In embodiments, to reduce the effects of ghost 
images, a third layer is introduced between the retro-reflec 
tive material and the light shaping diffuser. This layer allows 
the diffused light to further diffuse, which causes it to be 
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dimmed and significantly blurred while still allowing the 
retro-reflected image to remain sharp. 
(0098 FIG. 9 illustrates an embodiment of a three-layer 
retro-reflective light diffusion screen 905 according to vari 
ous embodiments of the invention. The screen depicted in 
FIG.9 comprises a light diffuser 910 and a retro-reflector 915, 
which are separated by a transparent medium 920. In embodi 
ments, the width of the transparent gap was between 10-30 
millimeters, although other widths values may be used. The 
transparent medium may be, by way of example and not 
limitation, glass, plastic, a vacuum or nearly vacuum space, or 
transparent (or Substantially transparent) gas or gases. 
0099. In a projector system, the projector is focused on the 

first layer the diffuser 910. Therefore, the image on the 
diffuser is sharp. However, the image on the retro-reflective 
material 915 is significantly blurred because space exists due 
to the transparent medium 920 for the image to diffuse before 
reaching the retro-reflector 915. As illustrated in FIG. 9, an 
image point 930 on the diffuser 910 is a blurred area 935 on 
the retro-reflector 915. Therefore, the image on the retro 
reflector is blurred. 
0100 Although most of the light will be properly retro 
reflected, some light rays (e.g., 940-x) are imperfectly 
reflected or diffused and travel in various directions. These 
light rays will be further diffused when passing through the 
diffuser 910. Therefore, the ghost images will be additionally 
blurred and darkened after passing through the diffuser 910. 
For example, light ray 940-1 travels through diffuser 910 and 
is further diffused by the diffuser 910 to create even more 
dispersed, and therefore dimmer, light rays 945. 
0101 FIG. 10 illustrates the triple-layer retro-reflective 
light diffusion screen of FIG. 9 for the retro-reflective light 
according to various embodiments of the invention. Most of 
the light incident on the retro-reflector 915 will be retro 
reflected back 1005. Thus, even though the image on the 
retro-reflector 915 is blurred, the retro-reflected light rays are 
focused 930 on the light diffuser 910 due to the retro-reflec 
tive property of the retro-reflector 915. Therefore, the retro 
reflective image remains sharp despite the introduction of the 
gap formed by the transparent medium 920. 
0102 Since the image is focused on the light diffuser 910, 
after the image is properly diffused by the diffuser 910 and 
forms a view window 1010 by being diffused vertically but 
only diffused slightly in the horizontal direction, in the view 
window 1010, a user will see a sharp image. And, the user will 
see less, if any, of the greatly diffused ghost images. 
0103. It shall be noted that the triple layer screen embodi 
ments may also be utilized in the embodiments discussed 
above with respect to the dual layer screen. 

b) Lenticular Layer Embodiments 
0104. A lenticular sheet contains many cylindrical lens 
(one-dimensional lens) arranged side-by-side. Since the 
lenses are one dimensional, a lenticular sheet has focusing 
ability in only one direction. Lenticular sheets have been used 
in both transparent-type and reflection-type three-dimen 
sional displays. For example, a lenticular reflection screen 
(LRS) contains two layers: a lenticular sheet and a regular 
diffusion surface. In the vertical direction, the light is diffused 
in all the directions, and in the horizontal direction, the light 
is first diffused and then refocused back to the projector by the 
one-dimensional lenses. 
0105. Although lenticular reflection screens have been 
used in three-dimensional displays, lenticular reflection 
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screens have significant limitations. When projecting images 
on a lenticular reflection screen, a set of projector form not 
only a main viewing Zone but also side viewing Zones, similar 
to a transparent-type configuration projection system. If addi 
tional projectors are placed outside of the main viewing Zone 
in a side viewing Zone, crosstalk between the projected 
images can occur, which limits the field of view of the len 
ticular sheet system. FIG. 11 illustrates an example such of a 
lenticular reflection screen configuration. 
0106 FIG. 11 illustrates the formation of viewing Zones 
from a lenticular reflection screen system 1100 and the 
crosstalk that can exist in Such system. The lenticular reflec 
tion screen system in FIG. 11 includes a typical lenticular 
reflection screen 1105 and a set of projector 1135. The len 
ticular reflection screen 1105 is a lenticular sheet 1110 and a 
regular diffusion surface 1115. The lenticular sheet 1110 is 
formed from a plurality of parallel, one-dimensional lenses 
1110-x. The set of projectors 1135 project images, such as a 
multi-view image set, onto the screen 1105. Light from the 
projector set 1135 form a corresponding main viewing Zone 
1120, containing multiple viewing windows 1140. The num 
ber of viewing windows 1140 formed within the main view 
ing Zone 1120 is the same as the number of the projectors 
placed within the main viewing Zone 1120. The number of 
projectors that can be placed within the main viewing Zone is 
related to the width of the viewing window, the distance from 
the projectors to the screen, and the field of view of the 
lenticular lens. In addition to the main viewing Zone 1120, 
several side viewing Zones with corresponding sets of view 
ing windows (e.g., 1145L and 1145R) are also formed as a 
result of the large diffusion angle of using a regular diffuser 
1115 in the lenticular reflection screen 1105. 
0107 As illustrated in FIG. 11, the light from the projector 
1130 is imaged at point 1155 through lens 1110-1. The light 
is returned and forms a view window 1150 in the set of 
viewing windows 1140 in the main viewing Zone 1120. Due 
to large diffusion angle of the regular diffuser surface 1115, 
the diffused light at point 1155 reaches not only the lens 
1110-1, but also neighboring lenses (e.g., 1110-2, 1110-3, 
1110-4, 1110-5, and so on). As a result, in addition to the 
viewing windows 1140 formed in main viewing Zone 1120, 
multiple viewing windows (e.g., 1155L and 1155R) are 
formed in side viewing Zones (e.g., 1125L and 1125R, respec 
tively)—one in each side viewing Zones. To simply the figure, 
only two viewing windows (1155L and 1155R) in two side 
viewing Zones (1125L and 1125R) are showed. 
0108. When multiple projectors 1135 are used to form 
multiple viewing windows 1140 in the main viewing Zone 
1120, in each side viewing Zone a corresponding set of the 
viewing windows (e.g., a set of viewing windows 1145L in 
side viewing Zone 1125L and a set of viewing windows 
1145R in side viewing Zone 1125R) are also formed. 
0109 If another projector 1160 is placed inside a side 
viewing Zone 1125L to project images onto the screen 1105, 
light from the projector 1160 forms a corresponding main 
viewing window in side viewing Zone 1125L and side view 
ing windows in main viewing Zone 1120 and side viewing 
Zone 1125R, and these viewing windows could overlap with 
the viewing windows formed by the set of projectors 1135. 
For example, the light from the projector 1160 in the side 
viewing Zone 1125L may interfere with light from the pro 
jector 1130 in the set of projectors 1135 in the main viewing 
Zone 1120. Accordingly, crosstalk between the reflected 
images exists. If the crosstalk is significant, it can impede the 
ability of a user to perceive stereo images. 
0110 Because a projector or set of projectors cannot 
placed outside of the main viewing Zone of a main projector 
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set without creating crosstalk issues, a typical LRS-based 
system can be very limited because its field of view for the 
main view area is limited. FIG. 12 illustrates an embodiment 
of a retro-reflective light diffusion screen with a lenticular 
layer according to various embodiments of the invention that 
extends the main viewing Zone. 
0111 Depicted in FIG. 12 is a retro-reflective light diffu 
sion screen 1205, which comprises a lenticular layer 1220, a 
light diffuser 1210, and a retro-reflector 1215. In embodi 
ments, a screen 1205 may be formed by combining a lenticu 
lar layer 1220 with the dual layer retro-reflective light diffus 
ing screen described previously. The lenticular layer 1220 is 
configured such that the light diffuser is at the focus plane, f, 
of the cylindrical lenses of the lenticular layer. Incident light 
that traveled through the lenticular lens and the light diffuser 
is reflected back in the direction of the incident light by the 
retro-reflective material 1215. The light diffuser 1210 dif 
fuses the retro-reflected light in a large angle in the Vertical 
direction but only by a small angle in the horizontal direction. 
A tighter horizontal diffusion angle allows the light travel 
back to only one lens, therefore, only forms a larger main field 
of view and no side viewing Zone. As a result, the main field 
of view 1230 is larger than a typical LRS’s main viewing Zone 
1235. 

(O112 Such a screen 1205 as the one depicted in FIG. 12 
has several advantages. First, the screen 1205 eliminates the 
side viewing Zones, and therefore, reduces crosstalk. Second, 
the screen 1205 has an increased overall field of view and 
extended main viewing Zone. As shown in FIG. 12, the three 
component screen 1205 has a larger main viewing Zone 1230 
as compared to the main viewing Zone 1235 of a regular 
lenticular screen, such as the screen 1105 in FIG. 11. And 
finally, the screen 1205 can produce an increased brightness 
because of the added focus from the lenticular layer. 
0113. In addition to the reducing the crosstalk issue related 
to side viewing Zones, the retro-reflective light diffusion 
screen with the lenticular layer addresses another crosstalk 
problem due to the diffusion profile of the diffuser. FIG. 13 
depicts the light distribution of a view window from an 
embodiment of a retro-reflective light diffusion screen 
according to various embodiments of the invention. As 
depicted in the FIG. 13, the light distribution 1305 of the 
diffused light follows a Gaussian distribution. As best seen in 
the vertically direction, the light is brightest at the center and 
fades in brightness toward the top and bottom. The diffused 
light 1305 also has a Gaussian distribution in the horizontal 
direction as well. FIG. 14 depicts examples of a cross-section 
of the diffused light 1305. 
0114 FIG. 14 depicts the cross-section of two adjacent 
view windows 1405-1 and 1405-2 from an embodiment of a 
retro-reflective light diffusion screen according to various 
embodiments of the invention. As depicted in FIG. 14, the two 
adjacent view windows 1405-1 and 1405-2 are formed from 
two diffused light regions 1410-1 and 1410-2 from a retro 
reflective light diffusion screen. The light regions 1410-1 and 
1410-2 follow a Gaussian distribution, and because the light 
passes through the light diffuser twice, the diffusion angle is 
approximately the square root of 2 times larger than the 
diffusion angle of the light shaping diffuser. 
0115 Because the light follows a Gaussian distribution, 
there is no well defined energy cutoff boundary. In embodi 
ments, the view window may be defined as the region at which 
the intensity of the light is above a threshold value or percent 
age, such as, by way of example and not limitation, 50% of the 
maximum. Because of the distribution, Some energy may leak 
to the neighbor viewing windows as depicted in FIG. 14 
(region 1430). By adding a lenticular lens layer to a retro 
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reflective light diffusion screen, the lenticular layer focuses 
the diffused light and creates a more tightly distributed light 
region. The more tightly distributed light profiles create view 
ing windows with more well defined boundaries and reduces 
or eliminates crosstalk due to energy leakage. For a retro 
reflective light diffusion screen with a very small horizontal 
diffusion angle, a lenticular layer may not provide significant 
advantage. However, if the view windows formed by the 
screen exhibit significant crosstalk, the addition of a lenticu 
lar layer can help minimize the crosstalk. 
0116. It shall be noted that the retro-reflective light diffu 
sion screen with a lenticular layer may also be utilized in the 
embodiments discussed above with respect to the dual layer 
SCC. 

c) Lenticular Layer and Transparent Layer 
Embodiments 

0117 FIG. 15 illustrates yet another embodiment of a 
retro-reflective vertical light diffusion screen according to 
various embodiments of the invention. Depicted in FIG. 15 is 
a retro-reflective light diffusion screen 1505, which com 
prises a lenticular layer 1520, a transparent medium layer 
1525, a light diffuser 1510, and a retro-reflector 1515. Such a 
configuration can have the benefits of reducing ghost images 
and reduce crosstalk. It shall be noted that Such a screen may 
be also be utilized in the embodiments discussed above with 
respect to the dual layer screen. 

E. Display System Embodiments 

0118 FIG. 16 illustrates a multi-projector display system 
with at least one retro-reflective vertical light diffusion screen 
according to various embodiments of the invention. The sys 
tem comprises a retro-reflective light diffusion screen 1605 
and a plurality of projectors 1610. In the depicted system 
1600, the projectors 1610A-X may be under the control of a 
computing system 1620. In embodiments, the computing sys 
tem contains, or alternatively is communicatively connected 
to, a datastore 1630 that stores a set of perspective images. 
The computing system 1620 coordinates the displaying of 
perspective views on the screen 1605 via the projectors 
1610A-X to generate an autostereoscopic display. 
0119. One skilled in the art shall recognize that system 
depicted in FIG.16 may be configured in a number of differ 
ent ways, include without limitation, using one or more of the 
configurations illustrated in FIGS. 5-10, 12, and 15. No par 
ticular configuration is critical to the present invention. 
0120. It shall be noted that the present invention may be 
implemented using an instruction-execution/computing 
device or system capable of processing data, including with 
out limitation, a general-purpose computer and a specific 
computer, Such as one intended for data or image processing. 
The present invention may also be implemented with other 
computing devices and systems. Furthermore, aspects of the 
present invention may be implemented in a wide variety of 
ways including Software, hardware, firmware, or combina 
tions thereof. For example, the functions to practice various 
aspects of the present invention may be performed by com 
ponents that are implemented in a wide variety of ways 
including discrete logic components, one or more application 
specific integrated circuits (ASICs), and/or program-con 
trolled processors. It shall be noted that the manner in which 
these items are implemented is not critical to the present 
invention. 
0121 FIG. 17 depicts a functional block diagram of an 
embodiment of an instruction-execution/computing device 
1700 that may be implemented with embodiments of the 
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present invention. As illustrated in FIG. 17, a processor 1702 
executes Software instructions and interacts with other system 
components. In an embodiment, processor 1702 may be a 
general purpose processor Such as (by way of example and 
not limitation) an AMD processor, an INTEL processor, a 
SUNMICROSYSTEMS processor, or a POWERPC compat 
ible-CPU, or the processor may be an application specific 
processor or processors. A storage device 1704, coupled to 
processor 1702, provides long-term storage of data and soft 
ware programs. Storage device 1704 may be a hard disk drive 
and/or another device capable of storing data, Such as a mag 
netic or optical media (e.g., diskettes, tapes, compact disk, 
DVD, and the like) drive or a solid-state memory device. 
Storage device 1704 may hold programs, instructions, and/or 
data for use with processor 1702. In an embodiment, pro 
grams or instructions stored on or loaded from storage device 
1704 may be loaded into memory 1706 and executed by 
processor 1702. In an embodiment, storage device 1704 holds 
programs or instructions for implementing an operating sys 
tem on processor 1702. In embodiments, possible operating 
systems include, but are not limited to, UNIX, AIX, LINUX, 
Microsoft Windows, and the Apple MAC OS. In embodi 
ments, the operating system executes on, and controls the 
operation of the computing system 1700. In embodiments, 
the datastore 1630 may be storage 1704. 
I0122) An addressable memory 1706, coupled to processor 
1702, may be used to store data and software instructions to 
be executed by processor 1702. Memory 1706 may be, for 
example, firmware, read only memory (ROM), flash memory, 
non-volatile random access memory (NVRAM), random 
access memory (RAM), or any combination thereof. In one 
embodiment, memory 1706 stores a number of software 
objects, otherwise known as services, utilities, components, 
or modules. One skilled in the art will also recognize that 
storage 1704 and memory 1706 may be the same items and 
function in both capacities. In an embodiment, one or more of 
the software components or modules may be stored in 
memory 1704, 1706 and executed by processor 1702. 
I0123. In an embodiment, computing system 1700 pro 
vides the ability to communicate with other devices, other 
networks, or both. Computing system 1700 may include one 
or more network interfaces or adapters 1712, 1714 to com 
municatively couple computing system 1700 to other net 
works and devices. For example, computing system 1700 
may include a network interface 1712, a communications port 
1714, or both, each of which are communicatively coupled to 
processor 1702, and which may be used to couple computing 
system 1700 to other computer systems, networks, and 
devices. 
0.124. In an embodiment, computing system 1700 may 
include one or more output devices 1708, coupled to proces 
sor 1702, to facilitate displaying graphics and text. Output 
devices 1708 may include, but are not limited to, a projector, 
a display, LCD screen, CRT monitor, printer, touch screen, or 
other device for displaying information. Computing system 
1700 may also include a graphics adapter (not shown) to 
assist in displaying information or images on output device 
1708. 

0.125 One or more input devices 1710, coupled to proces 
sor 1702, may be used to facilitate user input. Input device 
1710 may include, but are not limited to, a pointing device, 
Such as a mouse, trackball, or touchpad, and may also include 
a keyboard or keypad to input data or instructions into com 
puting system 1700. 
I0126. In an embodiment, computing system 1700 may 
receive input, whether through communications port 1714, 
network interface 1712, stored data in memory 1704/1706, or 
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through an input device 1710, from a scanner, copier, fac 
simile machine, or other computing device. 
0127. One skilled in the art will recognize no computing 
system is critical to the practice of the present invention. One 
skilled in the art will also recognize that a number of the 
elements described above may be physically and/or function 
ally separated into Sub-modules or combined together. 
0128. It shall be noted that embodiments of the present 
invention may further relate to computer products with a 
computer-readable medium that have computer code thereon 
for performing various computer-implemented operations. 
The media and computer code may be those specially 
designed and constructed for the purposes of the present 
invention, or they may be of the kind known or available to 
those having skill in the relevant arts. Examples of computer 
readable media include, but are not limited to: magnetic 
media Such as hard disks, floppy disks, and magnetic tape; 
optical media such as CD-ROMs and holographic devices: 
magneto-optical media; and hardware devices that are spe 
cially configured to store or to store and execute program 
code, such as application specific integrated circuits (ASICs), 
programmable logic devices (PLDS), flash memory devices, 
and ROM and RAM devices. Examples of computer code 
include machine code, such as produced by a compiler, and 
files containing higher level code that are executed by a com 
puter using an interpreter. Embodiments of the present inven 
tion may be implemented in whole or in part as machine 
executable instructions that may be in program modules that 
are executed by a computer. Examples of program modules 
include libraries, programs, routines, objects, components, 
and data structures. In distributed computing environments, 
program modules may be physically located in settings that 
are local, remote, or both. 
0129. While the invention is susceptible to various modi 
fications and alternative forms, specific examples thereof 
have been shown in the drawings and are herein described in 
detail. It should be understood, however, that the invention is 
not to be limited to the particular forms disclosed, but to the 
contrary, the invention is to cover all modifications, equiva 
lents, and alternatives falling within the scope of the 
appended claims. 
What is claimed is: 
1. A screen system comprising: 
a screen comprising: 

a two-dimensional retro-reflective surface configured to 
retro-reflect an image that passed through a diffusion 
layer to form a reflected image: 

the diffusion layer that receives the reflected image from 
the two-dimensional retro-reflective surface and dif 
fuses the reflected image to form a viewing window 
corresponding to the image by diffusing the reflected 
image by a large diffusion angle in a first direction and 
diffusing the reflected image by a small diffusion 
angle in a second direction; and 

a transparent medium, positioned between the two-di 
mensional retro-reflective surface and the diffusion 
layer, that allows the image to be out of focus at the 
two-dimensional retro-reflective surface and wherein 
at least a portion of the out-of-focus image that was 
not retro-reflected by the two-dimensional retro-re 
flective surface is diffused by the diffusion layer. 

2. The screen system of claim 1 further comprising: 
a plurality of projectors, each projector having a unique 

position and configured to project a unique image onto 
the screen to form a viewing window corresponding to 
the projected image. 
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3. The screen system of claim 2 wherein: 
the screen system forms a plurality of viewing windows 

corresponding to a plurality of images projected by the 
plurality of projectors, the plurality of viewing windows 
being positioned Such that a user can view a three-di 
mensional image by viewing a first unique perspective 
image with a first eye at a first viewing window selected 
from the plurality of viewing windows and viewing a 
second unique perspective image with a second eye at a 
second viewing window from the plurality of viewing 
windows. 

4. The screen system of claim 2 further comprising: 
a beamsplitter positioned in an optical path between at least 

one of the plurality of projectors and the screen to direct 
a projected image to the screen and to direct the pro 
jected image reflected from the screen to a location to 
form a viewing window that is spatially separate from 
the at least one of the plurality of projectors. 

5. The screen system of claim 4 wherein the screen is a first 
screen and the system further comprises: 

a second screen comprising: 
a two-dimensional retro-reflective surface configured to 

retro-reflect an image that passed through a diffusion 
layer to form a reflected image: 

the diffusion layer that receives the reflected image from 
the two-dimensional retro-reflective surface and dif 
fuses the reflected image to form a viewing window 
corresponding to the image by diffusing the reflected 
image by a large diffusion angle in a first direction and 
diffusing the reflected image by a small diffusion 
angle in a second direction; and 

a transparent medium, positioned between the two-di 
mensional retro-reflective surface and the diffusion 
layer, that allows the image to be out of focus at the 
two-dimensional retro-reflective surface and wherein 
at least a portion of the out-of-focus image that was 
not retro-reflected by the two-dimensional retro-re 
flective surface is diffused by the diffusion layer; 

and the second screen is configured to increase the bright 
ness of the image at a viewing window that is coincide 
with a viewing window formed from the first screen. 

6. The screen system of claim 5 wherein the second screen 
is positioned at an optically mirror-conjugated position rela 
tive to the first screen. 

7. The screen system of claim 4 wherein the beamsplitter is 
a polarization-sensitive beamsplitter and the system further 
comprises a quarter-wave plate positioned in an optical path 
between the screen and the beamsplitter. 

8. The screen system of claim 2 further comprising: 
a computing device communicatively coupled to the plu 

rality of projectors to coordinate projection of images. 
9. A screen system comprising: 
a screen comprising: 

a lenticular layer that receives an image and focuses the 
image onto a light diffuser layer and that receives a 
diffused reflected image from the light diffuser layer 
and focuses the diffused reflected image to form a 
viewing window; 

the light diffuser layer, position at the focal plane of the 
lenticular layer, that receives the image from the len 
ticular layer and that receives a reflected image from 
the two-dimensional retro-reflective surface and dif 
fuses the reflected image to form the diffused 
reflected image; and 
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the two-dimensional retro-reflective surface that 
receives the image from the light diffuser layer and 
retro-reflects at least a portion of the image back to the 
light diffuser layer to form the reflected image. 

10. The screen system of claim 9 further comprising: 
a plurality of projectors, each projector having a unique 

position and configured to project a unique image onto 
the screen to form a viewing window corresponding to 
the projected image. 

11. The screen system of claim 10 wherein: 
the screen system forms a plurality of viewing windows 

corresponding to a plurality of images projected by the 
plurality of projectors, the plurality of viewing windows 
being positioned such that a user can view a three-di 
mensional image by viewing a first unique perspective 
image with a first eye at a first viewing window selected 
from the plurality of viewing windows and viewing a 
second unique perspective image with a second eye at a 
second viewing window from the plurality of viewing 
windows. 

12. The screen system of claim 10 further comprising: 
a beamsplitter positioned in an optical path between at least 

one of the plurality of projectors and the screen to direct 
a projected image to the screen and to direct the pro 
jected image reflected from the screen to a location to 
form a viewing window that is spatially separate from 
the at least one of the plurality of projectors. 

13. The screen system of claim 12 wherein the screen is a 
first screen and the system further comprises: 

a second screen comprising: 
a lenticular layer that receives an image and focuses the 

image onto a light diffuser layer and that receives a 
diffused reflected image from the light diffuser layer 
and focuses the diffused reflected image to form a 
viewing window; 

the light diffuser layer, position at the focal plane of the 
lenticular layer, that receives the image from the len 
ticular layer and that receives a reflected image from 
the two-dimensional retro-reflective surface and dif 
fuses the reflected image to form the diffused 
reflected image; and 

the two-dimensional retro-reflective surface that 
receives the image from the light diffuser layer and 
retro-reflects at least a portion of the image back to the 
light diffuser layer to form the reflected image: 

and the second screen is configured to increase the bright 
ness of the image at a viewing window that is coincide 
with a viewing window formed from the first screen. 

14. The screen system of claim 13 wherein the second 
screen is positioned at an optically mirror-conjugated posi 
tion relative to the first screen. 

15. The screen system of claim 12 wherein the beamsplitter 
is a polarization-sensitive beamsplitter and the system further 
comprises a quarter-wave plate positioned in an optical path 
between the screen and the beamsplitter. 

16. The screen system of claim 10 further comprising: 
a computing device communicatively coupled to the plu 

rality of projectors to coordinate projection of images. 
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17. The screen system of claim 9 further comprising: 
a transparent medium, positioned between the two-dimen 

sional retro-reflective surface and the light diffuser 
layer, that allows the image to be out of focus at the 
two-dimensional retro-reflective surface and wherein at 
least a portion of the out-of-focus image that was not 
retro-reflected by the two-dimensional retro-reflective 
surface is diffused by the light diffuser layer. 

18. A method for making a three-dimensional display com 
prising: 

positioning a screen to receive projected images from a 
plurality of projectors, the screen comprising: 
a two-dimensional retro-reflective surface; 
a diffusion layer, configured with a first diffusion angle 

in a first direction and a second diffusion angle in a 
second direction, the first diffusion angle being sub 
stantially larger than the second diffusion angle, the 
diffusion layer configured to receive an image 
reflected from the two-dimensional retro-reflective 
surface and to diffuse the image to form a viewing 
window corresponding to the image; and 

at least one additional layer comprising either a trans 
parent medium positioned between the a two-dimen 
sional retro-reflective surface and the diffusion layer 
or a lenticular layer positioned such that the diffusion 
layer is between the lenticular layer and the two 
dimensional retro-reflective surface and is also posi 
tioned so that the diffusion layer is at a focal plane of 
the lenticular layer; 

configuring the plurality of projectors to project onto the 
screen, each projector having a unique position and con 
figured to project an image with a unique perspective 
view onto the screen to form a viewing window corre 
sponding to the projected image: 

wherein a plurality of viewing windows are formed corre 
sponding to the plurality of images projected by the 
plurality of projectors, the plurality of viewing windows 
being positioned such that a user can view a three-di 
mensional image by viewing a first perspective image 
with a first eye at a first viewing window selected from 
the plurality of viewing windows and by viewing a sec 
ond perspective image with a second eye at a second 
viewing window from the plurality of viewing windows. 

19. The method of claim 18 further comprising: 
positioning a beamsplitter in an optical path between at 

least one of the plurality of projectors and the screen to 
direct a projected image to the screen and to direct the 
projected image reflected from the screen to a location to 
form a viewing window that is spatially separate from 
the at least one of the plurality of projectors. 

20. The method of claim 19 wherein the beamsplitter is a 
polarization-sensitive beamsplitter and the method further 
comprises: 

positioning a quarter-wave plate in an optical path between 
the screen and the beamsplitter. 
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